Survivors

Game Rules

Game Description

The game follows three players who would have to survive in a deserted island. The players will have to gather food (raw fish and wild potatoes) in order to keep themselves alive while collecting other kinds of raw materials (vines, rocks and woods) in order to make various tools. Ultimately the players will have to work together to build a ship in order to get out of the island and win the game. There are obstacles in the game such as dangerous wild animals that the player will encounter when they gather resources. In addition to that, the players will have to please the local God of the island or he will give them troubles. 

Number of Players

There are 3 players in the game. Each one has a profession. The 3 professions are: Cook, Carpenter and Craftsman. Cook can collect double the amount of potato and raw fish on a producing land (8 at the center and 4 at the edge). Carpenter can collect double the amount of wood, and Craftsman can collect double the amount of rock and vine.

Content of the game
- 1 D6 dice

- 37 Hexagonal tiles (1 Camp tiles, 8 Potato field tiles, 7 Pond tiles, 7 Quarry tiles, 7 Forest tiles, 7 Vine field tiles—18 tiles with Outer Circle tiles)
- 3 Ship Parts cards

- 4 God’s Kindness cards, 5 God’s Will cards, 5 God’s Wrath cards.

- 3 Weapon – Stone Spear cards

- 18 pieces of wood (for Health Points—6 Health Points per player)

- 4 different colored Ice House (3 for players and 1 for date token)

- 3 Charm cards

- 1 Tool – Fish Net card, 1 Tool – Stone Knife card, 1 Tool – Stone Axe card, 1 Tool – Stone Hammer

- 3 Mini Emergency Kit cards

- 3 Deluxe Emergency Kit cards

- 4 Worship cards

- 4 Running Energy cards

- 30 Road cards and 30 Land cards in a drawing box.

- 2 Storage Bag cards
- Calendar (place the date token on the calendar to mark days/turns)

- 6 sets of numbers (1-6) to mark on the map according to the numbers on the map
- 6 sets of resources card (Raw Fish, Cooked Fish, Woods, Rocks, Vines, and Potato). Each set has 48 cards.
Brief Game Process
The Cook starts first, followed by Craftsman and then the Carpenter.

Each player follows this turn:

(Special Calendar events, if any) – Move – Gain resources – Draw Road or Land cards – Actions (trade/use cards/transaction)

Pre-game setup

Each player starts with 6 Health Points (represented by wooden sticks), 3 Potatoes and 2 Cooked Fish cards. Position the players at the center of the Camp. Distribute the function cards (weapon, tools, worship, etc) to the corresponding boxes on the map. Shuffle and place all of the God Cards

Game Process
The game will be played for several rounds. Each round is considered as one day in the game. The number of days in the game is set to 30 at the beginning of the game.
 
For each round, the designated player rolls the dice. The land tiles with the same number on the dice are producing things in this round. The cook should be the first one rolling the rice at the beginning of the game. Other players perform this job in clockwise order in future rounds.
 
After the dice rolling, each player – starting from the cook and in clockwise order – should undergo two phases: movement and action.
 
1.      Movement
During the movement phase, the player can choose to move to another point on the map. The number of Cooked Fish cards multiplied by 2 plus the number of Potato cards carried by the player decides how far the player can go. For instance, if a player has 2 Cooked Fish cards and 1 Potato card, the player can go a maximum of 5 steps. The player can choose to go to either a vertex point of a tile (on the edge of tiles) or the center point of a tile. If the player cannot move or does not want a move, he must surrender 1 Potato card or 1 Cooked Fish card, or the player will lose 1 health point.
Multiple players can be in the same landing point.

 
2.      Action
During the action phase, what the player can do depends on which land tile he is standing on. Not sure how I would land in the middle or at the edge. Do I get to choose? Does it take the same number of steps to move to the middle as the edge?
Nothing says in the rules about trading options. 
 
(a) If the player is at the center of a producing land
The player can pick up 4 units of the corresponding resources. He then should draw 1 chance card from the land piles and follow the instructions there. After that, he can choose to exchange things with another player if that player is standing at the same point at the moment. Finally, he can choose to use any consumable cards (emergence kit, running energy, charm or weapon) if he wants to.
 
(b) If the player is at the edge of a producing land
The player can pick up 2 units of the corresponding resources. If the player is adjacent to more than one producing land, he can only choose one hexagon to pick up resources from. He then should draw 1 chance card from the road piles and follow the instructions there. After that, he can also choose to exchange things or use cards like what has been described in (a).
 
(c) If the player is at the Camp
First, all the raw Fish cards carried by the player immediately become Cooked Fish cards that can be used right away. The player can and should deposit any of the resources he has to the Camp. After that, the player can use the resources in the Camp to buy available function cards (tools, emergency kits, worship, etc). The player should be the one taking the function cards he has bought and can only pass these cards to other players during an exchange. Finally, the player can also choose to exchange things or use cards like what has been described in (a).
 
(d) If the player is at anywhere else on the map
The player can choose to exchange things or use cards like what has been described in (a).

(e) If two or more players are on the same landing point (exchange)
The players can choose to exchange resources or function cards. The number of cards and the types of cards exchanged are up to the players.

After all players have finished the above two phases, one day is considered to have passed in the game. The players should move the date token on the calendar to the next day. If the next day has no special event on it, the players can just play the game by repeating the above process. However, if the next day does have a special event, the players should first deal with the special event before they move on to the normal game routine. There are two special events in the game: God and Ship Building.
 
1.      God 
During this event, the player to roll the dice in that round should first draw one God’s card from an appropriate deck, read and do what the card says, put the card back and shuffle the deck before resuming the normal game play. 
There are three different decks of God card in the game: God’s Kindness, God’s Will and God’s Wrath (from good, neutral to bad). By default, the deck to draw from will degrade after each God event. At the first God’s Will event, the players can draw from the God’s Will deck (if they have not bought any worship card that helps such event). Therefore, if between the first and second god’s will event, the players fail to buy any worship card, they will have to draw from the God’s Wrath deck at the second God event.
 
2.      Ship Building
During this event, the player should follow the instructions listed on the calendar before moving on to normal game play. Refer to the Ship Cards for materials.

Death of a player:

When one of the players dies, s/he will no longer be able to participate in the game. There is no way to save the player. However, s/he can still give suggestions, encouragement and directions to other players.
  
Special Rules:
1. There will be no potato or raw fish producing after the ending date of the game on the calendar.
2. All fish collected from ponds are regarded as raw fish and cannot be used right away.
3. One cooked fish can make a player move two steps. However, if the player uses a cooked fish to have only moved one step, that card is also considered to have been consumed.
4. During the special events, there should not be any movement or action from normal game play, including buying and using function cards.
 
The game ends when:
1.      The players all have died, in which case they lose the game.
2.      The deadline has come and the ship is not completed, in which case the players lose the game.
3.      They players have completed the ship, in which case they win the game (regardless of the number of players who survived to build the ship).
